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Hello everyone, and welcome to the 19th issue of the Pala- PALADINS COMMUNIiNa 
dins Community Magazine. It’s been another great month MAGAZINE 


for Paladins with another new champion joining the battle 
for the realm. Flank hero Koga brings with him some big 
balance changes to existing heroes - looking at you Buck. 
Make sure to check out this month’s Against the Grain to EDITORIAL 

: Managing Director: Steve ‘Rasher’ Greenfield 
see a new more mobile way to play Buck, and have a look Lead Editor: Adam ‘TheSphericalCat’ Wilkin 
at our guide to everyone’s favourite lightning orc, Grohk. Design Editor: Luke ‘Sikopathic’ Greenfield 
We're also seeing the first part of a new fiction series cen- (XO) NUN Tel =) ANI@) >I) 
tering around a new character - though there will be more [cua Seta t lis gellyilely 

A 7 Staff Writer: Zane Richards 

than one familiar appearance before that tale is done. Staff Writer: Adam Wilkin 
Finally, as a follow-up to last month's article on the Ninten- 


do Switch port of Paladins, I’m pleased to say that Hi-Rez 


have released the game as free-to-play, so you can join us DESIGN 
Lead: Luke ‘Sikopathic’ Greenfield 


on the portable realm now! 


From all of us here at the Paladins Community Magazine, 
we hope you enjoy it! 


Steve Greenfield Adam Wilkin Luke Greenfield 
Managing Director Lead Editor Design Editor 
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7 By Adam Wilkin 2 


The newest champion joining the Paladins roster is Koga, The Lost Hand. Koga is the tenth 
flank hero to walk the realm, and one of the most unique to date. His abilities do not have 


cooldowns, but instead use energy - a resource that slowly regenerates over time. Koga also 


has two stances which change what his primary fire and abilities do. 


First though, Koga’s lore tells the story of a 
young man wronged: 


Once, a nameless street rat challenged the 
tyrant Zhin. For the boy’s remarkable skills, 
Zhin granted him a new life in the Thousands 
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Hands Guild, and a new name: Koga. The 
Guild was Koga’s family and he became their 
finest ninja. But not all families get along. 
Jealous lies spread, false evidence was 
planted, and Zhin’s fury forced Koga to flee. 
Now the exiled ninja fights for his new family 
-- The Paladins -- as he searches for the one 
who betrayed him. 


In Normal Stance, Koga’s Primary Fire is 
Submachine Guns. 


“Fires two rounds each dealing 40 damage 
every 0.06s.” This is a lot of damage very 
quickly, especially with the 70 ammo count. 
Land every hit and you’re looking at about 
5600 damage in 4.2 seconds, but the spread 
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on these guns means you're not likely to 


have perfect accuracy unless you're close up, 
at which point you’ll want to switch to Dragon 
Stance. 


In Dragon Stance, Koga’s Primary Fire is 
Hellkite Claws. 


“Hurls a fiery slash dealing 600 damage 
every 0.55s.” A slower, shorter range attack 
that is devastating up close, perfect for 
finishing off low health enemies. You'll find 
yourself close to your enemies too, with 
Koga’s secondary abilities. 


In Normal Stance, Koga’s Secondary Fire 
is Shadow Step. 


“Quickly dart forward becoming untargetable 
for the duration. Consumes 1 unit of Energy.” 
This dash is great for getting in real close 
and blasting an out of position enemy and 
then, assuming you haven't used up all your 
energy, getting out again. 
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In Dragon Stance, Koga’s Secondary Fire 
is Skewer. 


“Dash forward slicing anything in your 

path for 600 damage. Consumes all 

Energy.” | personally like using this ability 

in combination with Koga’s ultimate to drop 
the enemies slightly lower to start with, but 
it’s also a good way to secure a kill ona 
retreating enemy. You definitely need to be 
careful when using this ability, because it will 
leave you relatively defenceless while your 
energy recovers. 


Koga’s first ability is Dragon Stance. 


“Unleash your Hellkite Claws. While in 

this stance you are constantly consuming 
Energy. Requires 1 unit of Energy available 
to trigger.” It’s safe to say that Koga’s whole 
kit is centered around this ability. While this 
ability is active, it drains 1 unit of energy 
every 1.5s. It takes 4.5s to regenerate 1 

unit of energy while inactive, and has a 
slight delay when switching stance (0.5s 

into Dragon stance and 1s back to the 
submachine guns). The energy drain is much 
faster than you think it will be, so Koga 
mastery will come with knowing exactly when 
to use this ability. 


Koga’s second ability is Agility. 


“Move 50% faster and increase jump height 
for 4s. Consumes 1 unit of Energy.” Used in 
combination with Koga’s secondary fire, this 
is how Koga finds his advantages and gets 
around. Add in to this the passive portion of 
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the ability, “Hold Space when running into a 
wall to climb it.”, and Koga has everything he 
needs to get into the enemy backline to mess 
up team comps. The passive portion requires 
no energy to use, so this is really Koga’s only 
escape when he’s used everything to secure 
a kill. A useful tool at that, since it allows you 
to bypass most staircases and gives easy 
access to the high ground favoured by longer 
range champions. 


Koga’s ultimate ability is Cyclone Strike. 


“Melt into the shadows becoming 
untargetable and striking anyone within 25 
feet of you for 1500 damage per second over 
2s. Goes through shields.” Koga’s only real 


team fighting ability, but a devastating one 
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at that. The area you can strike is roughly 
the same as an objective point, and it’s 
perfect for disrupting a capture for your team 
to come in and secure it. This ability takes 
1.1s after activation before it starts doing 
any damage, but you become untargetable 
immediately. During this time you can’t 
move, so it’s best to position yourself before 
the damage begins using Agility and either 
Shadow Step or Skewer. 


Activating Cyclone Strike disables Dragon 
Stance, so coming out of it you should have 
enough energy to cast at least one ability. 
You can move around while the ability is 
active to make sure you get your targets, 
and the third-person perspective allows you 
to better see those trying to escape the 
damage. Combining this with something like 
Seris’ Convergence could work together to 
decimate the enemy team pushing for an 
objective. 


The prebuilt loadout for Koga comes with 
Tenacious (heal for 60 when activating 
Shadow Step), Criminal Record (grants 5% 
lifesteal when in Dragon Stance), Trained 
Killer (generate 6 ammo per second while in 
Dragon Stance), Wind’s Embrace (heal for 20 
per second while Agility is active) and Harsh 
Training (increase maximum health by 50). All 
of this serves to keep you alive for as long as 
possible, which helps since Koga’s health pool 
is very low at only 1900. 


By Adam Wilkin 
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5s allowed buck to be a tank, effectively. 
With massive damage reduction and bonus 
healing it was almost impossible to kill a 
skilled Buck player even with Cauterise 3. 
He has been at the forefront of the esports 
meta for the last two PPL splits and the 
community have long been crying out for 
his insane survivability to be nerfed. They 
got their wish. Buck’s additional healing has 
been halved and his damage reduction has 
been quartered and duration reduced by one 
second. 


| think that this will see Buck players re- 


evaulate their loadouts and talent choices 
5 04 Paladins Community Magazine Issue 19 


AGAINST THE GRAIN 
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In the 1.3 update two of Buck’s most commonly used loadout cards, Deep Breath and Rapid 
Sustain got scaling nerfs and Deep Breath received a duration reduction. Deep Breath grants 
you damage reduction after using Recovery, his self-sustain ability and Rapid Sustain grants 
you additional healing under 50% hp. These cards paired with the talent Bulk Up, where Re- 
covery heals for an additional 600 instantly and increases your maximum Health by 300 for 


and in this Against the Grain | will look at 
Buck’s talent Bounce House and suggest a 
loadout that might add a different playstyle 
to the Unyielding. 


Bounce House is a high-risk high-reward 
talent that makes your Heroic Leap deal 600 
damage in an area around where you land 
and knocks up enemies within 20 feet of 
you. Not only does it do damage but it can 
disrupt enemy players, knocking them away 
from safe spots and into danger. Paired with 
the card Stomping Ground, which resets 
your cooldowns when you get kills, you can 
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snowball easily, jumping in, getting a kill 
with the bonus damage from Bounce House, 
resetting your leap cooldown significantly 
and either jumping out or diving even harder. 
Leg Day is a no-brainer card that increases 
the distance you can leap. This means he 
can reach further ledges, high grounds and 
escape further away from enemies. 


Deep Breath and Momentum are the two 
cards that give Buck more survivability and 
allow him to juke out while his leap is on 
cooldown. With both at level 4 you can have 
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6 seconds of 24% damage reduction while 
receiving healing from Recovery. Seismic 
Wave reduces the leap cooldown by 1 second 
which is good since it reduces the downtime 
between leaps. 


This build is definitely less safe than tank 
Buck with Bulk Up but it provides a more 
aggressive and risky playstyle that, when it 
pays off, allows Buck’s team to follow up on 
the confusion caused by the knockup and 


bonus damage. 


By Harry Clough 
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With so many new champions coming to the Realm, we sometimes forget to talk about oth- 


er champions, like our Orcish Shaman, Grohk. He is a champion with a bad stigma and a low 


playrate. Despite this facts, our blue friend can be an incredibly powerful healer when played 


in the correct setup, thanks to his high AOE healing, high survivability, and above average 


damage. However, he is held back by his limited range, low CC, and general niche usage. 


Grohk’s main fire is Lightning Staff, a hitscan 
beam weapon that deals 75 damage per 

.1 seconds, resulting in 750 damage per 
second at optimal range. Additionally, ammo 
for the Lightning Staff recharges after a 
half-second delay, in a similar fashion to 
Fernando’s Flame Lance. However, it does 
consume ammo fairly quickly and suffers 
from a massive three second reload. The 
Lightning Staff also has a range of only 120 
units, making it primarily a short to medium 
range weapon. Lightning Staff can adda 
large amount of damage to a fight, meaning 
it should be used regularly. However, 
managing your ammo is also very crucial, 

as bad management can result in him being 
out of a fight for three seconds or more, so it 


Paladins Community Magazine Issue 19 


is important to find a happy medium. Cards 
like Electrostatic and Thunderlord can help 
with ammo management, as they increase 
his recharge rate and ammo capacity 
respectively. 


Shock Pulse is Grohk’s alternative fire, where 
he fires a small ball of electricity that deals 
150 damage to whatever it hits and, if the 
target is not killed by the damage, the ball 
will bounce to other players or deployables, 
with the exception of Inara’s Impasse. The 
ball can bounce up to six times and has a 
short five second cooldown. However, Shock 
Pulse’s talent, Maelstrom, can reduce its 
cooldown with damage from Lightning Staff 
and give the ball an additional four bounces. 
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Cards like Thunderstruck, Lightning Rod, 

and Conduit can all give Shock Pulse more 
utility, giving ammo, health, and movement 
speed respectively. While the bounce range 
for Shock Pulse is limited to only 50 units, it 
can be extend with Arc Lightning. Its short 
cooldown and general spamability means 

it should be used often, as it can adda 
surprisingly large amount of damage to 

a fight. Aiming at enemy deployables like 
Barik’s Turrets and Ying’s Illusions can help 
guarantee that it will bounce, but beware of 
enemy barriers, such as Fernando’s Shield or 
Khan’s Bulwark, as they will waste the ability. 


Grohk’s first ability is Healing Totem, where 
he places a deployable at his location, 
healing allies around it for 420 health per 
second, lasting for six seconds. Both the 
duration and healing can be increased with 
Crackle and Healing Rain respectively, 
though Healing Rain works based on the 
ally’s maximum health. The healing area 
has a base radius 20-25 units, which can be 
increased with Outreach. The totem does not 
require line of sight and can heal allies above 
and below the totem. It has a base health 
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area, making the talent great against CC 
heavy compositions. On the other hand, the 
talent Spirit’s Domain allows Grohk to place 
Healing Totem upto 30-35 units away, while 
also giving full health allies an additional 500 
health in shields. These factors make it useful 
for more flank heavy compositions. Because 
of its long cooldown and relatively low health, 
it is recommended to place totems around 
corners, payloads and allied barriers, as they 
protect it from enemy fire while maximizing 
uptime. 


Grohk’s movement ability is Ghost Walk, 
where he gains 20% movement speed and 
becomes intangible, where he has complete 
immunity to all damage and debuffs, for one 
second. Both the duration and movement 
speed can be increased, with Phantom and 
Astral Traveler respectively. The ability has 

a base 12 second cooldown, but this can be 
reduced with Haunting. Ghost Walk can also 
synergize with Healing Totem using Gale, 
which reduces Healing Totem’s cooldown 
when Ghost Walk is used, helping offset 
Healing Totem’s long cooldown. Ghost Walk’s 
talent, Wraith, acts as a “Get out of Jail Free” 
card, as it restores 15% of your maximum 
health and activates Ghost Walk on lethal 
damage. However, Wraith does have a 60 
second internal cooldown after use, making it 
less reliable than other talents. It is important 
to manage the cooldown of Ghost Walk, as it 
acts as Grohk’s main escape, repositioning, 
and stalling tool. Timing your reloads and 
cooldowns with Ghost Walk can greatly 
increase your Lightning Staff and Healing 
Totem’s uptime, as Ghost Walk allows Grohk 
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to stall for time. You can also still be healed 
during Ghost Walk, making it a viable option 
to use at low health to recover health from 
either your own totem or other healing 
sources. When using Gale, it is important 

to avoid using Ghost Walk before placing 
your totem, as that will waste the cooldown 
reduction. 


Grohk’s Ultimate ability is Tempest. Grohk 
heals himself and up to two nearby allies 
for 500 health and provides 60% movement 
speed for two seconds every half second. 
Grohk also deals 200 damage to up to two 
nearby enemies while also slowing them 

by 60% for two seconds every half second. 


4 2600/2700 
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Tempest last for three seconds and Grohk is 
immune to all CC effects, but is still prone to 
healing reduction. Tempest is a great team 
support ultimate, especially before Cauterize 
is online. The healing and movement speed 
can help teammates engage and disengage 
from fights, while the slow can help set up 
enemies for your carries or to peel for your 
teammates. However, this ultimate should 
not be used for the damage, as 400 dps is 
not incredibly impactful and would waste 
the more important parts of Tempest. This 
Ultimate also charges relatively quickly 
compared to other support ultimate, so don’t 
to afraid to use it often. 


TEMPEST 
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Typically, Grohk is played in one of two roles. 


The first is as a carry or damage dealer, 
focusing primarily on the use of Shock 

Pulse and Maelstrom. This playstyle can 

be extremely effective, especially against 
Deathball comps, as they tend to stay close 
together, making them reliable Shock Pulse 
targets. The other role is as an off-healer, 

as, despite his totem’s high health per 
second, its limited range can make it difficult 
to sustain an entire team. Typically played 
around Healing Totem and Totemic Ward, this 
playstyle does particularly well with Deathball 
compositions, because of their tanky lineups. 
Despite the bruiser playstyle, he can struggle 
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to survive in teamfights, so health cards like 
Shamanic Might and Totemic Rescue are 
recommended. Both playstyles like Chronos 
and Cauterize as items, as Grohk boasts 
long cooldowns and can easily spread on-hit 
effects. Defense items like Blast Shield and 
Haven can help his survivability, but healing 
items should be avoided, as he has plenty of 
self sustain in his kit already. It is important 
to play careful against champions with high, 
long range burst like Kinessa or Strix or 
against area denial champions like Drogoz, 
Willo, Tyra, and Bomb King, as they can all 


easily shut him down. 
By Zane Richards 
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The bow string creaked as | pulled it taut, a 
ghostly arrow shimmering into existence. The 
rabbit was nervously pacing around the clear- 
ing, aware of the imminent danger but oblivi- 
ous to my hiding spot. | exhaled, clearing my 
mind and slowing my heart beat. There was 
only one chance, one shot; the rabbit would 
spook if | missed and we would go hungry 
that night. All | needed was to wait for the 
poor little beast to pause, go up on its hind 
legs and sniff the air. 


It never knew what hit it. They rarely do. 


The walk back to the village was quiet, the 
stiff body of the petrified rabbit bouncing 
against my leg with every step. A gentle 
breeze blew through the forest; a blessing 
from the spirits for a successful hunter. If 
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you ever left the forest after a hunt and were 
followed by a storm, the spirits would make 
your next hunt painful. The spirits held a 
grudge, and upsetting them effectively ended 
your hunting career. Keeping them happy was 
the easiest part of my job, for | knew their 
rules: Don’t take more than you need, and 
don’t disturb the trees. 


Darkness had fallen by the time | reached 
home, the small shack glowing faintly from 
the candles inside. My father was sat at his 
desk, scribbling away with his one good hand. 
He glanced towards me as the door swung 
open, but moved back to his writing without 
greeting me. He was like this, ever since the 
fog: just writing gibberish. The medics and 
healers could do nothing for him, nothing to 


return my father to me. 
The Game On Magazine 


“| caught a rabbit today,” | spoke, mostly to 


the air. If he listened, he never said anything 
in reply. | wasn’t sure if he could even under- 
stand me. “The forest seemed happy with 
me. | should return in the morning, maybe try 
for something a little bigger.” | began to pre- 
pare the rabbit, dicing the meat and throwing 
it into the broth | had prepared that morning. 
“This will take a few hours to cook; I’m going 
to visit Ilfrid at the tavern, I’ll be back before 
it’s ready.” 


| hated leaving him, but staying in that house 
with him was suffocating. The tavern was the 
only reprieve | could get from him at night, 
the forest at day. There were friendly faces 
there too, especially Ilfrid. She was the land- 
lady, the light in our bleak town, the saviour 
of our lives. | sincerely doubt anyone would 
have lived this close to the fog if it weren’t 
for her influence. A single smile would give a 
hardened wanderer homesickness. 
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She greeted me from across the bar as | en- 
tered, and had a drink ready for me by the 
time | got there. “How’s your dad?” she ten- 
tatively probed, the concern evident in her 
voice. 


“Same as ever,” | took a sip. “Still drawing 
nonsense. At least he eats well.” | continued, 
my voice draped in sarcasm. 


“He taught you well,” she retorted, grabbing 
a notebook of her own. “Nobody else can 
hunt these woods as well as you.” 


“Nobody could afford to,” | joked. “The cost 
of arrows alone, not to mention the broken 
bones. If we were a proper hunting town, the 
healers would be rich.” 

“They've looked after you well enough, over 
the years. We all have, ever since...” 


“Ever since the fog.” | finished her sentence 


for her. 
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“The fog. Word is the Magistrate are blaming 
the crystal magic for it.” 


“You think it could be anything else?” | 
probed. | never got an answer from her. 


The door slammed open, falling partially 

off its hinges. Armoured soldiers stormed 
through, weapons drawn. The General fol- 
lowed through afterwards, more shoulder 
plate than man, and surveyed the room. “We 
are looking for the murderer. Turn yourself 

in, and we won’t burn down every building 

in this pathetic town.” He commanded the 
room, his voice booming louder than any nor- 
mal person. “Well?” 
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“What murderer?” Ilfrid spat back. The Gen- 
eral’s attention instantly locked to her, and 
he crossed the tavern in loud, heavy steps. 
He stood at least a foot taller than either of 
us, but as he reached the bar he went down 
to one knee, staring directly into her eyes. He 
held his hand behind him, signalling to one 
of his subordinates. One stepped forwards, 
placed something in his hand and returned 
back to his formation. 


“The murder committed by this weapon.” He 
said calmly, before stabbing a brilliant white 
dagger into the bar. | recognised the weap- 
on instantly, it was summoned by the same 
magic | used to make arrows. Soul weapons. 
Constructs formed from the essence of one’s 
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soul, a forbidden magic even the Paladins of 
old were cautious of. 


| glanced to IIfrid. She also Knew what this 
blade was, everyone in town knew what | 
could do. | met her eyes, full of worry and 
confusion. The General saw her gaze, and 
turned to face me. “Thank you for your as- 
sistance, Ma’am.” He snarled, his enormous 
hands reaching out towards me. 


| exhaled, and acted without a thought. A 
blade appeared in my hand and | plunged 
it into the extended hand, pushing it down 
and pinning it to the bar. The General re- 
coiled in pain, and | used this to grab the 
brilliant white dagger the Magistrate forces 
had brought. The other soldiers started to 
react, but they were still thinking. A sword 
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appeared in my left hand, and | cut the first 
two down before they could react. The third, 
the one who had brought the dagger, fell with 
my sword in his neck. The last two were ap- 
proaching now, met with two throwing knives. 


| took a breath, and turned to Ilfrid. “Did you 
do it?” she pleaded. 


“Of course | didn’t.” | shot back. 


“Then run. Don’t look back.” She grabbed the 
General’s head and slammed it against the 
bar, knocking him out. “I'll look after him. Just 
go!” She commanded. | nodded, and took off 
towards the forest. Towards the only place 
the Magistrate couldn’t follow me. Towards 


the fog. 
By Adam Wilkin 
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The Paladins Community Magazine Is always 
looking for new staff! It doesn’t matter If you 
draw, write or screen shot like a boss, we 
welcome all! 


Previous experience is not required. All we ask is 
to have a passion for the game and the desire to 
deliver the best content you can. 


All you need to do is click the sign-up form below! 
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